













FOREWORD 


Be warned - at the end of this foreword, things are going to get horrible. 

For several years, Archie Goodwin and myself had discussed the possibility of 
Epic doing a horror comic. We were both convinced that the the unique melding 
of words and images that is comics offered a powerful forum for tales of terror; we 
were also equally convinced that to use the medium to its fullest potential today 
would require us to overcome the pitfalls of so many horror comics of the recent 
past, the ones where the stories always ended with a cliched "twist" of, "And she 
woke up the next morning to find that her husband - in the bed next to her - 
HAD REALLY BEEN DEAD FOR THE PAST SIX YEARS!" We needed something 
more - an arena where our stories could develop the texture and complexity we 
wanted, independent of the conventions of the past; an arena where the rules of 
old went out the window and, for a change, the Christians ate the lions. 

We found that arena in Clive Barker's two films, HELLRAISER and 
HELLBOUND: HELLRAJSER II. Epic had been offered the chance to do a comic 
adaptation of HELLBOUND, but neither Archie or myself felt a straight adaptation 
could do justice to the runaway-train-of-malevolence feeling that had impressed 
us about both movies. But if there were some way to tap into the heart of Clive’s 
HELLRAISER mythos, some way to overture its rocks and see what new and 
delightfully dark things might slither out... 

At Archie's suggestion, we locked ourselves in a room with Clive (perhaps not 
the sanest of suggestions given the sort of things Clive writes books and makes 
movies about) and writers Erik Saltzgaber and Phil Nutman, the five of us then 
setting out to pick apart and expand the tapestry of the HELLRAISER universe 
with our questions: What had created the Lament Configurations - the puzzle 
boxes that opened the doorways to Hell? Were there other puzzles that did the 
same thing? What commands the Cenobites - the mutilated demons summoned 
by the solving of one of the puzzles? Did any one of us have the key to the lock 
that would let us out of that room? 

From that meeting came a bible - or, given the nature of the project, perhaps 
more appropriately a grimoire - a set of concepts and guidelines that established 
what could happen in this world across time and space. Those concepts then went 
out as a call to arms to artists and writers to do battle in our new. arena,> chance to 
develop their own stories and Cenobites - tales that would interact and cross over 
each other within the HELLRAISER universe, each new vision helping to build a 
unique and horrific mythology. 

This book you hold is the beginning of that new myth, the beginning of art and 
stories that you will hopefully find yourself returning to every now and again 
when you feel the need to have something crawl under your skin - and pull it off 
from the inside; tales you will hopefully return to every now and again... 


INTRODUCTION 


The extraordinary thing is this: thatmie moment you make a story or create 
an image that finds favour with an audience, you've effectively lost it. It toddles 
off, the little bastard; it becomes the property of the fans. It's they who create 
around it their own mythologies; who make sequels and prequels in their 
imagination; who point out the inconsistencies in your plotting. I can envisage 
no greater compliment. What more could a writer or a film maker ever ask, than 
that their fiction be embraced and become part of the dream-lives of people who 
it’s likely he'll never even meet? 

HELLRAISER, and to a lesser extent the novella upon which it's based, The 
Hellhound Heart, were pieces of work-that-elicited these welcome responses 
from their first appearance on page and screen. That the Lament Configuration 
and the Cenobites its solving sumjhbns yCPiAHead especially, of course - be 
taken to the hearts and imaginations of so many healthily perverse folks around 
the world was both surprising and/reassjhrin^tb me. The former because the 
film had been made very cheaply yWipuch to prove to myself and the 
overlords of Hollywood that I could turn a modest amount of money into a 
marketable film; the latter because the insages and ideas in the picture were 
extremely dark, and I was delighted thattherew^s a sizeable audience for a 

so deeply in its cheek it could lick out its ear from the inside. 

But back to what I was saying about the workbdjng possessed by others. 

After HELLRAISER came HELLBOUND: HELLRAISER II, in which writer Peter 
Atkins and director Tony Randel took the open threads of the first movie and 
wove their own sequel. It wasn't the movie I would have made, but it was 
immensely interesting to see how other tfiinds and other talents dealt with the 
ideas; exploring avenues I hadn'neven qohtemplated when I first set pen to 
paper. 

Which brings me on to the comicbook in your hands, the first of what I hope 
will be many such little monsters^ It's twin godfathers are Archie Goodwin and 
Dan Chichester, and its many parents are listed in the pages that follow. Though 
my name's on the cover I am, you see, jqSf' a pystander at this baptism. But I’m 
proud nevertheless. Not just that so 'many fine creators were sufficiently 
attracted by the conceits of HELLRAISER'ta ^pand its fictional world with tales 
of their own, but because - lo and behold! -jthe little bastard movie I made's got 

















smuma 































tmmma 






tmamma 







imssmm 









































































































mmmm 

































®mmsn 




















immma 























im&mm 



















mamma 





















fflssmm. 














































































































V* > ^ssr\'P^ 

l 

PC! " <^J^W 

w'. v i 


[ 

fftflEWSAwsSiSI 
a^SEiWstoxsfc. I 

Mi r 

ff\*: <?»$ 1 

sssf] 

w \ rPkSml c ■ 


rafjliy 

mffi 

































































































m s» 









































mssm® 
































msmma 
























WOULDJd'^Be 


momma 1 


















immma 













mmmmj 

































































mwma 







































































AFTERWORD 


To gain entry past the gates of Hell, the characters in our stories must make 
the choice to solve one of the myriad puzzles placed selectively across the 
cosmos by the powers of darkness. Your own journeys into darkness with us are 
no less intricately achieved -- for each of our stories is a new piece in a complex 
puzzle that we offer to you, our gentle readers. 

Some of the pieces you have to look forward to in the coming months... 

SI The answers to a crossword puzzle lead to an unspeakable terror in Neil 
Gaiman and Dave McKean's "Wordsworth". 

® A ruthless warden must solve the mystery of a prisoner's escape in "The 
Vault", by Marcus McLaurin and Jorge Zaffino; the warden's only clue: a strange 
puzzle box left sitting in the missing man's cell... 

[O] The return of Jan Stmad’s Cenobite, Face, in tales of the near past ("To Prepare 
A Face"), and the far future ('The Crystal Precipice"). 

H An artist gets more than he bargained for when he takes lessons from Hell in 
Phil Nutman and Bill Koeb's "the Pleasures Of Deception". 

H A brilliant musician finds the notes he writes have charms which madden the 
savage beasts when HELLBOUND screenwriter Peter Atkins plays his "Songs Of 
Metal And Flesh". 

O Hoping to uncover the reasons behind his brother's death, a young scientist 
delves into the mystery of a series of mass suicides in "Glitter & Go", by Ron 
Wolfe and Dan Spiegle. 

□ Ted McKeever's unlikely duo of Mr. Soul and Simply Fetus (from "Dance Of 
The Fetus") reunite at a New Orleans jazz club in "Closing Time". 

O A computer simulation takes its programmers to nightmarish levels of 
experience in Mark Kneece & Scott Hampton's "The Threshold". 

S3 Plus singular images of Hell's labyrinths from Bill Sienkiewicz, Jon J Muth, 
Kevin O’Neill, A.C. Farley, and a legion of other artistic talents... 

These are the pieces layed out before you. Yours is the thrill and the 
challenge of turning them over, of getting to know them, of putting them 
together. 

You solve the puzzle. 


D.G. Chichester 



















